ROPEWORK 


2nd-level conjuration (ritual) 


Casting Time: Special 

Range: Self 

Components: S, M (50 feet of rope worth at least £1 
which the gambit consumes until the rope is untied) 
Duration: Instantaneous 


You can cast this gambit in a variety of ways as described 
below; each specifies a casting time indicated in parentheses. 
At your GM’s discretion you can also use this gambit to 
create other remarkable effects using rope and knots. 

To untie any of your knots created by this gambit, a 
creature must succeed at a Dexterity ability check with a DC 
equal to your gambit save DC + 5. Rope used in these effects 
has 10 hit points and an AC equal to your gambit save DC. 
Any damage from a ranged weapon that exceeds the rope’s 
hit points is dealt to the tied up creature, object, or vehicle. 

Hogtie (1 bonus action). With amazing speed you tie up 
a creature of Large size or smaller. The creature must make a 
Strength saving throw or be restrained until the rope is untied 
or broken. A prone creature has disadvantage on this save. 
The creature can repeat this save as an action on its turn. 

Escapist (1 bonus action). You immediately untie any 
rope or similar material (such as vines or chains) that is 
restraining or impeding your movement. This effect does 
not consume any rope. 

Thief Knot (1 bonus action). This modified reef 
knot is nearly indistinguishable from a standard knot 
making it useful in telling if a thief has tried to tamper 
with the knot and then retie it. This knot can be used 
in conjunction with other knots to secure an object, 
vehicle, or even a restrained creature. A creature that 
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uses its action to examine the knot can determine that 

it is tied with a thief knot with a successful Intelligence 
(Investigation) check against your gambit save DC. When 
cast as a ritual, this effect only takes 1 minute to cast. 

Slungshot (1 minute). You create a makeshift flail out 
of rope. The slungshot is a martial melee weapon with 
finesse that deals 1d8 bludgeoning damage. While you 
have this gambit prepared (or known), you can add your 
proficiency bonus to the damage dealt by a slungshot. 
Slungshots are associated with thieves and murders and 
carrying one openly will attract attention of the local 
militia or other authority. 

Noose Snare (1 minute). You create a Noose Snare 
trap (described below). If not triggered in 24 hours, the 
tension is let out rendering the snare ineffective. 

Emergency Repair (1 reaction, taken when a rope or 
rigging is damaged within 30 feet of you). Before the tension 
is let out of the rope, you immediately move up to your speed 
to the point where the rope was damaged and splice it back 
together. This restores 10 + your proficiency bonus hit points 
to the rope or rigging of a ship, and prevents the rope from 
being severed. You can create this effect as a ritual, if you 
do so the casting time is 10 minutes and this effect cannot 
restore rigging or a rope above half of its total hit points. 


NOOSE SNARE 
Mechanical Trap 


This trap catches a creature by the neck when it moves past 
the hanging snare. The snare hangs 5 feet (or higher) from 
trees or rafters and is hidden by overhanging brush, drapes, 
vines and the like. The DC to spot this trap is 10 + the 
creator’s proficiency bonus. A successful DC 13 Dexterity 
 theck using thieves’ tools disables this trap harmlessly. 
When set as a noose, the snare is triggered when a 


i s- ‘creature walks through the 5-foot square the trap is set 


in. The creature must succeed on a DC 15 Strength save 
to overcome the snare, becoming grappled on a failure. If 


_ the creature fails by 5 or more, it begins to suffocate and 


is incapacitated as it thrashes in surprise. It can attempt 
this save again at the beginning of each of its turns. 

When set as a line no wider than 15 feet between two 
trees or posts, the snare is triggered when any creature 
moves through it. The creature must succeed on a DC 15 
Constitution save or be knocked prone. If the creature is 
mounted, it is thrown from its mount and stunned until 
the end of its next turn. 
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